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ENTERTAINMENT 
SYSTEM 


Thank you for purchasing Electro Brain Corps.’: origi 
"Cart of Darkness," Stanley: the Search for Dr, Livin; 

for your Nintendo Entertainment System. We recomn 

you read the following instructions carefully. We fear ths 
you ignore such a warning you will find yourself not only 
horribly lost in the jungle, but quick to realize the disheart 
ening truth that you've been abandoned on the k conti 
nent surrounded by critters, monsters and natives of eve 
shape, size and temperament 


Do not touch the game pak's terminal connec- 
tors. Keep them free of dust and moisture. 


Store your game pak at room temperature. 
Avoid extremely hot or cold temperatures. 


Do not clean with paint thinner, benzene, alco- 
hol, or other such solvents. 


Avoid subjecting your game pak to shock. Never 
attempt to open or dismantle it. 





Introduction: 
Let the Adventure Begin. 


The Search: 
How to Play and Password Information 


The Congo 


Objects To Help You On Your Quest: 
Weapons and Special Items 





The Swingin’ Jungle: 
The Cast of Characters 


Congo Map 





DO NOT USE WITH FRONT OR REAR PROJECTION TV. Do not use a 
front or rear projection television with your Nintendo Entertainment 
System® ("NES") and this video game. Your projection television 
screen may be permanently damaged if video games with stationary 
scenes or patterns are played on your projection television. Similar 
damage may occur if you place a video game on hold or pause. If you 
use your projection television with this video game, neither Electro 


Brain Corp.™ nor Nintendo of America Inc. will be liable for any 
damage. This situation is not caused by a defect in the NES or this 
game; other fixed or repetitive images may cause similar damage to 
a projection television. Please contact your TV manufacturer for 
further information. 
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Dr. Livingston I Presume? 


Africa 
rocic le imperialism. 
‚ world has ever 
als and unkn 
ored before. ТЇ 


You, as the impeccable roving reporter Henry M 
are about to embark on a historic edition that will for 
perception of the 95 most mysterious and ominous continer 
Your exploits, for е эе, will subsequently lead to í 
will open up the Congo for King Leopold of Belgium and other prominent 
leaders of this era. 





The main theme of this historic 
colonies. Dr. Livingston, being advoca 


the success of potential e pires and promotec 


Originally sent out by your employer, i 


chronicle t1 X s of the famous L 


venture without you—see, he hates the press. What's worse is that he's 


taken some of y г supplies like a special grapnel and your Газ 





ite ma 
chete. Fort і for you, however, is that the | 
minde Е 1 various clues I д а the entire Congo 

tion о wher с . Some pages from his journal hav 


hind in spots, the work of the jungle wind 


After thorough investigation you assume that Dr. Livir on has actu 
ibandoned his original que exploration, and now is hot on the trail 
e-discovering the legendary lost temple of the Amut people, "Am-Zutuk". 


'ople of your first destination, Port Harken, tell you about the 
I 


a race of people that lived i 


, hundreds or maybe thousands of ye 





нау developed culture, with some sur] i advanced techno 

Ihev were master builders anc ts, who enjoyed rich and fin 

crafted art and sculpture. Their machinen 1s advanc 

Грег culture was, in general, а y civilized one, with a deep respect 
nature and animals. The Amut believed a man's (or animal's) soul could be 
caught between one life and the next, and so haunt the ng. The wisdom of 
the Amut was well known. en neighboring tribes and les of e Amut, 
would sometimes seek the advice of the Amut wise men through offerings 
However, the Amut could also become warlike if angered, and 

lutely merciless in battle. e Amut were, therefore, both fear 

pected by other cultures of their time, Бей 

the jungle . and some say, the mon 


m К” properly translated, means ' 
people who lived in the Masza, the present day C« , and | 
end, it has long been known as Satuk", or "Temple of Demons. 
gend says the temple of “Am-Zutt was built by the Amut people to hold a 
за! magic they possessed. When looked upon is ic would give ғ 
great wisdom and power over men. Le; d also says e temple is filled to 


the brim with ghosts and demons, and those who enter never, ever leave. 





Many have soug “Am-Zutuk", but the few who have returned say it does 
not, ат i 





While hot on the trail of the “Am-Zutuk” temple Dr. Livingston mys 
Dr. Livingston believed the temple was not a myth, but 
a culmination of his life's w« i 


Dr. Livingston's reputation in archeok 


ng of an eccentric. His ideas were consider 


ods unorthodox, and his steadf: 


s after working abroad 
of Livingston's Congo qu 
1 could prove "Am-Zutuk's' 


1 it, or if that was really v t he was looki 


Being very unconventional like Dr. Livingston to begin with, you de 
cide to set out after him. Arriving with only what you could carry, vou 
the Cor ` с уо hich Ше auto-gyro 
is stowed, a gift from a friend, Juan De La Ci ‚апа his and Dr. Liv 
эл step out towards the jungle and maybe, YOUR DOOM! 


on's notes. Y 





(How to Play and Password Information) 


Inse r Dr. Livingston game pak into your 
Nintendo E ke sure the power is on 
ill be thrust into the 
e Congo's hypnotizin 

citement for the up and coming enture will per 
1 1 to press Ше Start button at this 
a flash you will see your: 

ing entries in 

sites of the 


us, and 
sent minded, 





загК оп ап in 


credible adventure. To cycle through the text press 


the A button. Press the Start button to continue. 


Before 10w lies | 


congo, the ancient jungle of Masza as 








= 


ll it. This screen, the map screen, shows you everywhere Stanley will I 
) travel to and explore in order to solve the mysteries of the game. (This 


>d sed in greater detail in section three of this bi t.) Pre: 


adventure 


your adventures’ objectives. A 'y. the impec 
cable roving reporter, it is your job to chronicle the 
exploits of the famous Dr. Livingston. That is, 
objective is to fi 
mple ¢ Zutuk". Rem 
ber, the ho Топ the street is tl the « 1 
is last + headin vards the vicinity of the ancient ten 


there be a connection between the two? Umn n, could be 

Electro Brain Corp. would tell you that the third ob- SELECT Button 

jective is to stay alive, but we're sure that, since you A Button 
are rather bright, you already knew that so why - -— 


ıould we get into it here? 


Now that vour ship has )cked.-at the world 


'aport Pork Harken, you would like to 


ip and start your adventure. To do START Button 
erie Ў e S SEDE B Button 








this, and to become oriented with the jungle you need to press the direc 


tional control pad . 


Right, to make a r 


Left, to make a left move. 


Up, to ascend all types of vines, ladders, certain kinds of stairs, and 


to pass through doorways 


Down, to descend vines and ladders only. (To descend stairs vou will 
have to jump.) A special feature of the "down" button is that when it 
is depressed and held you are able 
squat down. If this button is com 
with ат rit either left ‹ 
directional control pad then you, ‹ 





will be able to crawl on your hands and 
knees. This works great when vou need to 


explore tiny nooks and crannies. 


A button, to jump. (If you hold the A button down when you jump 
an auto-gyro copter will pop out of your backpack and gently 
lower you to the und. Be sure to make Е this feature as 





often as you can, especially when traveling high above the jungle 





this feature 


floor, especially if you happen to fall from 
you hold the A button and move the directional « 


his was a gift. Dic 


3 button, to use a weapon. (A weapor 'an be anything from a fis 


like your s the game with, to a blowgun, which you will find 


later in your The B but 1 also, when pre 
Stanley, are ndin jecific characters, 1 
initiate a conversatio: 
acters. Be sure to talk to ev 
can, more times than not the 
ters will provide you, as Sta 
ry news and vital information. 
за jungle out there and you are 
ing to need as much he 
Sometimes these characters could 
isk you to do a favor or two for them. To pan from conversa 
1 window to conversation window keep pressing tl 3 button 
If you wish to end the conversation at anytime, press the Start 
button.) 





ct button, to get the p: ord for the level that you, Stanley 
currently in, or to enter the password for a level you wish to go to. 
(To enter the password any level that you, nley, wish to go 
rt the game and follow all he preceding instructions 
ion of the booklet. Press the Select button so that 
information will appear on top and note that the 
lipulate is on the bottom 
1 pad 
1 u to pic 
the letter that you 
а letter, push 
1 either up or 
n you find the 


о replace e exist 


ou have finished en 
зе con 


trol pad to the last letter and press the Start, A or B buttons. To 
ess the Start, A or B but 


incel the new pz 
level in the game or find a very 
ress the Select button and write 
the new pass rd down е t appears on the screen. Re 
member that the password can and will take you (within reason) 








ча 


wherever you left off (level) 

copy it down (when you sto] 
sume game play) corr 

six of the eight levels of the came 
you at the beginning of the level. 


Start button, for item or weapon selection, (the subscreen). This 
yutton will allow you, Stanley, to pick 

out a specific weapon or item to use. 

cycle through your choices, after you 

ауе found them, of course, press the 


directional control pad either up or down 


and t or right. (Keep in mind that 

some weapxc 15 and ог some items may 

lave special control requirements to 

make them tick. If such is the case, the cont ription will 
ollow the item or weapon desc n in section r of this bo 
let). when you find the weapon you wish to use, well, O.K., or an 
item, press Start and you're set. The number beneath the item in 
he subscreen shows how many of that particular item you have 





in stock. 





inique feature. If you press A ог B after 


iley's personal status screen w 


strength, 4) the amount of pri "Five elds Stanley has 


collected. It should be your goal to ll of these areas filled at 
all times. To cancel, press the 











It's a jungle out there and oh boy, 
that you can get. One thing that can help you 
would be to watch the upper left hand corner of the 
screen because it shows you two important things 


like: 
Stanley's current health condition. 


What wea 


currently usi 


stanley will begin the game with three lives 
ch time Stanley's life meter is depleted, Stanley 


will lose one life. When Stanley loses all of his lives, 


the ; 16: is over, or is it? There is a special continue 
at you should know about. First of 
a life and there is at least one 
maining on his personal screen, Stanley will con 





tinue with 1 next life v before. 
You may | t, c ave лесі the proper area from Ше map screen. . 
. if the > T all of Stanley's lives are completely gone and you 


| like you're in a world of hurt, think again. Follow the directions on t 


screen. 


PRESS ^ TO CONTINUE. 


As you can see the Congo territory is vast and dangerous. Each time 
is able to successfully explore one complete area of the map he will be 
s over this area of the map from that point on. This is a good way 
) get to places on the map quickly. To move around the map just move the 
ag icon with the directional control pad in the direction that you want to go. 
ne barriers like river beds or walls mav sometimes end your path. 





to explore all areas of the map because you never know when a secret item or 


place could pop up. To enter a certain area of the map press the A button 


5 the course of the adventure vill encounter much more 
than just enemies. Such encounters may include vines airs, ladd pits, 


etc.. you do not know how to deal with them then g 
section two of this booklet. You may just learn something 


What ever you do keep walking. If you happen to st 


frustrated... 





(Weapons and Special Items) 


If Stanley is lucky enough to find just one little something, and we 
mean anything, to help him on his quest you'll be a lot happier. What's bet 
ter would be if Stanley was able to f all of the objects listed below. If you 


find any 


Machete: 





tude causing, good 


time. 


You can just at 

these a 

as mar 

carry and huck ‘ema 
enemies. 





Blow Gun and Darts: Good ole air driven pro 
jectile ipped with a 
poison 


Golden Fist: If you can find this lit 
tle item г] know 
) do with it. 


Each is found in a dif 
ferent place, Not! This 
rojectile weapon is 
eat for all long range 
attacks. 





апа we'll bet 
t the point, 


Rock battle axe: weapon with 


ity bite 


Knives: One of the first 
weapons you'll find. 
Give it a twirl when you 
find it. 


a be ЪЪ 





Small Hearts: Collect as many as you 


pler 
with є 


Big Hearts: 
up with reple 
life, even n 
small hearts 


Shields: 





Р 1 ing the 
nt of punishment 
you can take. 





Extra Lives: These will give you an 
ra life уопе 
1 pick up. 


Canisters: 


but s 
like a key, Ї 
could be inside. 


The Gourd of Water: Get thi u never 


кпо 


have to de 
who may 


You'll need o 
to enter a Kelk 
also open gat 
below]. 





end this little item will 

S r. Из name 
d tell vou what 

need it to do 


Bridge Map: ne of the 
ost important items 
you to find in th« 

early stages of the 
game. Without this you 
could end up being in a 
world of hurt 
Water Stones: What these do is a se 


Cret: 





Lightning Stones: these 


too! 
too! 


are a secret 











Grapnel and Rope: 


of reach places | 
need to explore. (This is 
an item that has to be 
used in a special way, 
mean? It 
ol all of its 


е it step 
a wall and 


you ул 
press tl 
operate it). The hoc 
will th toe 
thing ‹ efore ev- 
erything cannot be 
scaled, Keep your « 
d for anythi 

at looks like a good 

support. 





Iron Breastplate: ‘his will be needed ven 
x tanley if 


Power of the Crasis: T is one of the 
that make 
mmmm 


Spirit Magic Vessel: If Stanley collects this 
he may be able to enter 
reas he was previously 


unable to enter. 


Gem Stones: 





Skull and Crossbones: Pick it up and find out! 


to gain acc 


n-Zutuk" 








(Cast of Characters) 








Last, but not 1 you should get to know your 


self, so here you are, t good look. 


(The Dr. wasn't available for a photo 
cause he's lost, find him!) 


d S 


A 


What a handsome guy! Dr. Livingston I presume? 





Here is the expanse of territory that li 'S be ‘for re 
sood luck gumshoe! (If your f 


фррретикртт терените с енина 
H 


1 
1 
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You've got a long walk ahead of you buddy! 
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пефи 
Под of nine ( from the de 
ranty of any Xi 
кодгат 
Electro Brain Corp. agrees for a period of ninety (90) days to eith 
age paid, with pr 


sof 2 pr 
iable for any losses 


r ar replace, at ils option, free of 
date of purchase, at its Factory Service 


писа 
reasonable 
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